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SUMMARY 


The MasterBook RPG system, and its predecessor, the ShatterZone RPG system, is a 
complex beast with a simple core. The various tables, once internalized, can be used to 
improvise any setting or adventure. That said, there is a lot to unpack and organize for 
newcomers to the system. 


This document is meant to help newcomers by creating a framework that organizes all the 
player options that the MasterBook system provides. In addition, some rules are provided that 
might help use the MasterBook system as a tabletop skirmish game. Finally, some ideas are 
provided for improvising opponents, mobs, solving puzzles, and the crafting of items. As with 
anything else in this document, take what works and leave the rest. 


This framework and opponent ideas have been lightly play-tested in a solo game using a 
gamebook. Of course, there is always more room for refinement, but the ideas herein worked 
when dealing with the gamebook. As always, it is up to what the players think “plays well” and 
customize from there. 


Regarding Copyright 


This document is in the public domain. It is a description of optional rules to the MasterBook 
rules system; take it and do as you please. All mention of the MasterBook RPG and the 
ShatterZone RPG refer to products copyrighted to Precis Intermedia, Inc. 
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CONVENIENCE RULES FOR PLAYER TURNS 


The following system is based on tabletop wargame turn systems, but only loosely 
follows that formula. The important consideration is to make sure the various options 
are assigned to a part of the system that makes sense for players and game masters. 
Think of what follows as a kind of template rather than a set of hard rules. 


The Pre-Initiative Phase 


Characters (players or NPCs) are declared “completely surprised” or “partially 
surprised” and treated according to the Complete Surprise or Partial Surprise rules 
Characters are declared to be subject to the effects of Maneuver, Trick, Taunt, or 
other such interactions from the Interaction and Combat Results Table 


The Initiative Phase 


Decide Initiative based on the MasterBook card set, or via the use of dice plus the 

Confidence or Agility attributes as befits the situation 

If players are controlling multiple miniatures, the players should agree whether or not 

to use alternate activations. Alternate activations are where, in some wargames, the 

player or NPC that wins initiative moves one miniature or a subset of miniatures, 

followed by the next in line for initiative, and so on until all the miniatures are placed. 

If the players are only controlling a single miniature, this doesn’t matter. Either way, 

the following declarations are possible: 

- A player may declare Active Dodge for any miniature that is not declared as 
Completely Surprised or Partially Surprised 

- A player may declare Suppressive Fire for that player’s miniatures. This turns 
Suppressive Fire into something that can be used as an “overwatch” tactic that is 
seen in many wargames 

- Players or NPCs may declare a Many-on-One action from a group to a target (which 
might also be a group depending on the game and the use of the rules below) 


The Movement Phase 
¢ As with the Initiative Phase, if there are multiple miniatures, players should decide 
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whether the player winning initiative makes all the moves first, or if players should 
engage in alternate activations. For games where players and NPCs control one 
miniature each, this doesn’t matter 

Regarding Miniatures 

Miniatures can be moved one inch per movement value, or one centimeter per 
movement value, depending on the size of the playing area and the size of the 
miniatures (28mm, 15mm, etc). Most rulers and measuring tapes have both 
measurement scales, so this shouldn’t be much of a problem 

The miniature can turn up to 180 degrees prior to moving without any measurement 
cost. If a miniature needs to turn 360 degrees for some reason, there would be a 
half-inch or half-centimeter measurement cost 


- After the miniature begins to move, there is a half-inch/half-centimeter cost for each 

turn less than 180 degrees. Thus a miniature with a walking rate of 4 could move 1 

inch forward, turn left (half-inch), move left 2 inches, then turn to face an opponent 

(another half-inch, totaling four inches). A turn of 360 degrees would cost a full inch 

or centimeter 

A fully surprised miniature cannot move in addition to the Complete Surprise rules 

- A partially surprised miniature can move, taking the Partial Surprise rules found in 
the rulebook 

- A miniature attempting to run through a Fire Zone that is defined by Suppressive 
Fire by other miniatures must make the usual Intimidation and Agility rolls as 
defined in the rules, and also has movement affected as defined in the rules 

« Miniatures engaging in Suppressive Fire cannot move at all 

Climbing over obstacles should be measured in half-inches or half-centimeters 

depending on size. For example, a small obstacle might be half an inch, a medium 

obstacle one inch, and large obstacle an inch and a half. Obviously, climbing up a 

mountain would use the climbing rates as defined by the MasterBook rulebook 

« Swimming would use the swimming rate as defined by the rules, but turning while 

swimming would cost a full inch or a full centimeter due to the effort and resistance 

of water 

Optional wargaming rules 

- If a set of miniatures is declared as a group, then the walking and running rates of 

the set are determined by the miniature representing the leader 

« On the other hand, if one or more of the miniatures is encumbered in some way, 
weapons or equipment, perhaps, the movement rates of the group are set by 
the slowest encumbered miniature regardless of the leader’s movement rates 

Miniatures in a set cannot be further than half the leader’s walking rate away from 

each other. If this happens, the miniature must move at its fastest rate to rejoin the 

group or become an independent unit that is considered separately from the 

original group 

Miniatures that have been “maneuvered” in a previous turn cannot move in the 

current turn, as another miniature has successfully forced the target miniature into 

a particular favorable position 

* Regarding theatre of the mind 
« Keep the general order already defined above, but forget the notes on miniatures 

and their movement 


The Interaction Phase 
- As with the Initiative Phase, players should decide whether to engage in alternate 
activations or not 
« Regarding combat, walking, and miniatures 
- If a miniature is walking at half the defined walking rate, there is no difficulty 
modifier for engaging in a single action while walking, but if the miniature is to 
perform multiple actions while walking at half-rate, a Multi-Action mechanic is 
applied (walking, plus an action, plus a second action) 
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If a miniature is walking at the full defined walking rate, a difficulty modifier may be 

applied if a single action is being taken. If more than one action is taken while 

walking a multi-action mechanic is applied as defined above 

If a miniature is moved at its run rate while performing any other action, the a multi- 

action mechanic is applied (due to the run, plus the action) 

A miniature can execute any applicable interaction from the /nteraction and Combat 

Results Table on another miniature 

- For example, one miniature can execute a Maneuver interaction on another, 
forcing the target to move within it’s walking rate into a favorable position. Trick 
and Jaunt interactions are also possible, as are damage-inducing interactions 

« Non-combative interactions, such as Persuasion, Charm, or Interrogation are only 
possible if the miniatures in question are not engaging in combat 

A group of miniatures acting as one team and already have had a Many-on-One 

action declared in the Initiative phase, and are committed to that action; they 

cannot do anything else 

- Miniatures or players engaged in Suppressive Fire cannot engage in any other action 
for this phase 

« Miniatures or players engaging in Active Dodge also cannot perform any other action 

in this phase 

Miniatures that were successfully maneuvered, tricked, taunted, etc, in the previous 

phase have the effects applied in this phase 


The Aftermath Phase 

* Some of the results of the Interaction phase are applied here. Damage, for example, 
can be assessed here, as well as ammunition usage, and other issues not addressed 
in earlier phases 

- If any action such as hacking or spell-casting was performed in the Interaction phase, 
the results might also be applied here 


OPTIONAL: The Morale Phase 
- As with the Initiative Phase, players should decide whether to engage in alternate 
activations as mentioned earlier 
- In the event the game is being played as a tabletop skirmish game, a morale check 
can be made against a miniature’s Charisma attribute 
« If the morale check is on a set of miniatures, then the check is against the leader’s 
Charisma. Some injuries might constitute a low difficulty rating, and one death 
might constitute a moderate difficulty rating, going higher with multiple deaths 
« Another technique might be to create a cumulative difficulty number, starting with 
a low number for injuries, then rising with more injuries, deaths, and so on. This 
might reflect a leader’s waning ability to maintain team morale 
« This growing difficulty number can be tracked on the Charm/Persuasion column in 
the Interaction and Combat Results Table. The game could start at “Agreeable” 
and rise from there 
- If the test fails, the miniatures in the group immediately move at their individual 
running rates away from the battle in any direction and distance reasonable, given 
their environment 
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- To recover those fleeing, the lead miniature must move to the fleeing miniature and 
be within half the lead miniature’s walk rate. The lead miniature must make a 
Charisma check against some hard difficulty value (here the Charm/Persuasion 
column comes in handy). If successful, the fleeing miniature returns to the lead 
miniature’s command. If the check is a failure, the fleeing miniature immediately 
moves its full run rate away from the lead miniature 
- An alternative technique might be to test the leader’s Charisma against the other 
miniature’s Mind value (perhaps boosted with some additional modifier) 
Another way is to make a morale check each turn against a Confidence check 
against a sufficiently difficult value; one that might rise as indicated earlier. Success 
means the miniature comes back under player or NPC control, but failure means the 
miniature keeps moving until it is off the playing area 


At this point the turn is over 
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CONVENIENCE RULES FOR OPPONENTS 


Generating Stats on the Fly 


Because of the complexity of the MasterBook system, it can help to have some basic 
information on hand to generate opponent NPCs on the fly. Below is a chart of this information 
culled from the main rule book; using it can help GMs improvise new characters and weapons 
as needed. If these numbers fall short of what is required, then GMs should feel free to make 


necessary customizations. 


Attributes 
This includes any 
necessary skill adds 


Difficulty 


Toughness 


Skill Checks 

(Skill Mods affect abilities 
intrinsic to the character. 
Bonus Mods usually come 
from external sources like 
weapon enhancements, etc) 


Non-Powered 
Melee Weapons 


Powered 
Melee Weapons 


Non-Powered 
Missile Weapons 
(Crossbows, Bows, etc) 


For human-like characters: 
Minimum: 5 

Average: 9 

Maximum: 13 


Average: 9 


Average: 9 
Calculate using: (END x 2) + STR) /3 


((Attribute + Skill add) - Skill Mod) + (Bonus Number + Bonus Mod) 
Compare against the NPC with: 


(Attribute + Skill) or (Difficulty Number) 


Damage: STR + (from 3 to 6) 
Max Damage: from 17 to 22 


Damage: STR + (5, 6, or 7) 
Max Damage: from 20 to 24 


Damage: 16 to 20 

Short Range: 3 to 10 meters, Accuracy: -2 to 1, Damage add: 2 or 3 
Med. Range: 25 to 30 meters, Accuracy: -1 or 0, Damage add: 0 
Long Range: 50 meters, Accuracy: -3 or -2, Damage add: -2 to 2 
Ammunition: Depends on the number of bolts or arrows carried 
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Non-Powered Damage: 16 or 17 

Thrown Weapons Short Range: 2 to 5 meters, Accuracy: 1 to 3, Damage add: 2 or 3 

(Knives, Spears, etc) Med. Range: 7 to 8 meters, Accuracy: -2, Damage add: -2 or -3 
Long Range: 12 to 15 meters, Accuracy: -5, Damage add: -4 or -5 
Ammunition: Depends on the amount carried 


Slugthrowers Damage: 15 to 23 

(Pistols, Rifles, etc. “Shots” Short Range: 3 to 15 meters, Accuracy: -1 to 2, Damage add: 1 to 3 

refer to either single shots, or | Med. Range: 25 to 50 meters, Accuracy: 0 to 3, Damage add: -1 to 2 

bursts of gunfire) Long Range: 50 to 100 meters, Accuracy: -1 to 2, Damage add: -4 to 0 
Ammunition: 5 to 50 shots, depending on the weapon 


Lasers Damage: 15 to 45 
Short Range: 3 to 50 meters, Accuracy: -1 or 0, Damage add: 0 
Med. Range: 75 to 250 meters, Accuracy: 1 to 3, Damage add: 0 
Long Range: 150 to 1000 meters, Accuracy: 1 to 2, Damage add: 0 
Ammunition: 15 to 45 


Blasters Damage: 12 to 60 
Short Range: 3 to 50 meters, Accuracy: -3 to -1, Damage add: 0 to 3 
Med. Range: 50 to 500 meters, Accuracy: 2 to 4, Damage add: 0 
Long Range: 150 to 1500 meters, Accuracy: 0 to 2, Damage add: 0 
Ammunition 45 to 60, depending on the size of the power source 
(portable pack, vehicular-provided, etc) 


Heavy Energy Weapons Damage: 26 to 28 
Short Range: 3 to 50 meters, Accuracy: -8 to -3, Damage add: 0 to 8 
Med. Range: 30 to 500 meters, Accuracy: 0 to 1, Damage add: 0 
Long Range: 75 to 1000 meters, Accuracy: 0 to 2, Damage add: 0 
Ammunition: 12 (portable power source), or 45 to 60 (vehicular power) 


Heavy Machine Guns These weapons were not listed with variable values. Look for the entry 
“Gurtman HMG” under the “Heavy Weapons, Missiles and Grenades” 
weapons reference 


Gyrojet pistols and These weapons were not listed with variable values. Look for the 
Gyrojet rifles entries “Gyrojet Pistols” and “Gyrojet Rifles” under the under the 
“Heavy Weapons, Missiles and Grenades” weapons reference 


Grenades These weapons were not listed with variable values. Look for the entry 
“Grenades” under the under the “Heavy Weapons, Missiles and 
Grenades” weapons reference 
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Generating an Opponent: Method 1 


Use the chart above to create the following: 
e An Attack Number 
¢« A Defense Number 
¢ A Wound Number 
¢ A Toughness Number 
¢ Aset of Weapon statistics 


At this point, the game is played out as normal. 


Generating an Opponent: Method 2 


Roleplaying games like “Spooked, Inc.” or “Dark Horrors and Hidden Places” have an 
interesting mechanic, known as “Scenematic Rolls”. This is where, instead of making a single 
skill check, a problem, task, or enemy is given a difficulty number and one or more characters 
then work to reduce that number to zero in order to resolve the situation. This situation could 
be hacking a mainframe, picking a lock, solving a puzzle, escaping a trap, defeating a monster, 
or any other situation where a single skill or attribute check would be less dramatic than a 
drawn-out struggle. 


The MasterBook system can engage a similar mechanic using the Difficulty Number. In this 
case, an appropriate Difficulty Number is created, and used as the Attack, Defense, Wound 
and Toughness numbers (a separate set of Weapon stats can be improvised as mentioned 
earlier). AS combat progresses, the wounds generated reduce the Difficulty Number, which 
simulates the weakening of an opponent over time. Some light play-testing indicates that a 
character with average base attribute numbers (7, 8, or 9) has serious difficulty with a DN of 15, 
while a DN of 12 made work much easier. A DN of 24 was attempted, but was almost 
impossible to deal with. 


Engaging Multiple Opponents 


Sometimes it is fun to engage players in a bit of hack-n-slash. In this case, the players have to 
deal with a large number of relatively easy-to-kill NPCs that can overwhelm the players with 
sheer numbers. This is a common trope in certain video games, as well. In moments like these, 
create a “mob” character according to “Generating an Opponent: Method 1”, above. Choose 
suitably high Attack, Defense, and Toughness numbers, but for Wound, note the number of 
NPCs in the mob. When a sufficient number of wounds are delivered (Say, as little as 1 or as 
much as 6, or even higher), one of the NPCs is removed from the mob, and the Wound level is 
reduced by 1. When the Wound level is 0, the mob has been destroyed. 


To add to the effect, use the skirmish rules detailed earlier. Using models on a table or 


wargame terrain will help visualize the mob, and it will allow individual NPCs to be moved 
around to better simulate a mob attack for the players. 
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CRAFTING ITEMS AND SOLVING PUZZLES 


Crafting Items 


For many video games, a big part of the gaming experience involves crafting items that will 
become useful later. For role-playing games, this can also be an effective way of sending 
players out on quests to gather the proper materials and explore the world in which the game 
is set. 


This crafting can be performed via the Charm/Persuasion column of the Interaction and 
Combat Results Table. When the players discover the design plans for the item, the item’s level 
can be set to an Enemy rating, meaning that the proper materials don’t exist for it to be built. 
Depending on the particular Enemy level (12 to 15), the players can be sent on multiple quests 
for multiple items, thus reducing the rating to Hostile. 


The Hostile rating means that the parts are gathered, but the item is not assembled. As the 
players move up (or down) the ratings according to the Charm/Persuasion rules (one rating 
level at a time), the rating will move into Neutral, meaning the item is not finished, but also 
progressing well. A rating of Friendly means the item is almost finished, and a rating of 
Agreeable means it is ready to use. 


If the failure of the player’s relevant skill (building, mechanics, electronics, weapon-smithing, 
and so on) brings the rating back down to Enemy, then new parts must be acquired, which is 
another opportunity for quests and adventure. The particular item, of course, can be anything 
from a building to a weapon, or anything else that can be imagined, making it a useful gimmick 
for a variety of adventures. 


Solving Puzzles 


This system can also be used to handle puzzles in a game. Rather than force players to solve 
puzzles themselves, the players can rely on their characters do the solving. Puzzles can start 
out as Hostile, meaning that the puzzle is unsolved, and rise from there according to the 
Charm/Persuasion rules. If the rating falls to Enemy, then that would signify that the puzzle has 
either broken, meaning it now needs to be fixed, or the puzzle has adjusted itself for some 
reason to make solving it even harder (think some door puzzle in an ancient temple, or 
accessing an unauthorized computer terminal.) 
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CONCLUSION 


As mentioned earlier, the above system is meant to add a structure and convenience to the 
MasterBook system. It is best to use the ideas in this document as a base for further 
customization. The ultimate goal is to make everything move as swiftly and smoothly as 


possible for players and to make the MasterBook system as manageable as possible for a fun 
game night. 
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